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Introduction 


This rulebook is divided into three sections. Section 1 will deal with the format of the 
tournament. Section 2 will deal with the format of the matches themselves. Section 3 will 
describe the judging process. 


1. Tournament format 


16 teams are competing in this World Cup. The tournament consists of two stages: the 
Group stage and the Knockout stage. 


1.1 Team roster 


Qualified communities must a roster before the World Cup starts. The roster consists of 
6 spinners and 1 manager. The roster is final and cannot be changed during the 
competition. 


1.1.1 Manager 


The manager is in charge of communicating with the organizers of the event. This 
includes giving the lineup every match. S/he must be able to read and write English 
well. The manager can him/herself be a spinner who takes part in the competition. A. 


team can have more than 1 manager if necessary (ask for permission). 


The tournament will consist of two stages, the Group stage and the Knockout stage. 


1.2 Group stage 


Teams will be divided into four (4) groups of four (4). Each team will fight every other 
team in their group once and collect points from the results: 


VICTORY = 3 pts, DRAW = | pt, DEFEAT = 0 pt 


Therefore, each team will participate in three battles during the group stage. The best two 
(2) teams of each group will then qualify to the next stage. 


1.3 Knockout stage 
During the knockout stage, teams are paired against each other according to the results of 
the group stage. Losing teams are eliminated from the competition while winning teams 


advance to the next round. The winners of the final round will be the world champions! 


8 teams will have advanced to the Knockout stage from the Group stage. There will be 3 
rounds during the Knockout stage: quarter-finals, semi-finals and finals. 


1.4 Judging 


Each qualified community must provide a head judge for the main event. It is also 
possible that we request external judges from non-qualified communities. 


During the round-robin stage, judges will be asked to evaluate battles from the opposite 
pool their own team is not part of. 


During the knockout stage, only judges from eliminated communities will evaluate. 
1.4.1 Committee judging 


Each community must organize a committee consisting of at least two judges. The 
judges must discuss with each other and decide on their votes. The head judge is then in 
charge of communicating the results to the organizers. 


1.5 Schedule 


Each round should last approximately 1 month. The managers have 1 week to send the 
lineup for the battle. They then have 2 weeks to send their videos. Finally, 1 week is 
given to the judges to hand in their decisions. Exceptionally, the judging period may be 
extended by | week for early rounds. 


2. Match format 


Two teams compete against each other through battles. Each battle consists of three 
matches. 


2.1 Battle format 
The battle format is same during the round-robin stage and the knockout stage. 


It consists of 3 matches: 2 singles (1vs1) and 1 double (2vs2). Each single match has a 
theme: either Artistic or Technical. Each manager then has to secretly send their lineup 
to the organizers. A lineup consists of assigning spinners from the team roster into the 3 
different matches (2 spinners for the double, 1 for each single). Therefore, 4 spinners are 
used per battle. Since a roster has 6 spinners, 2 spinners will not participate in a battle. 


Each match is then judged. The team who wins the most matches wins the battle. If there 
is a tie (possible since matches can be tied), a tie result is awarded. 


2.2 Single match theme 
This year, only two general themes will be used: Artistic and Technical. The themes are 


meant to be general enough not to restrict the freedom of the spinners, and important 
enough to challenge the depth of each team. See Section 3 for more details. 


Example (artistic): http://www.youtube.com/watch?v=LBgm2NChD I (snow) 
Example (technical): http://www.youtube.com/watch?v=vMJ01PBKiOQ (s777) 


2.3 Double match 


Instead of having a theme, the double match must feature some transitions between the 
two spinners. Note that there can be multiple transitions in the video and therefore the 
spinning can go back and forth multiple times between the two spinners. The transitions 
are only a minor element in judging. Therefore, the spinners should pay attention to 
transitions, but not to the detriment of the combos. All combos, including all the 
transitions, are put together in one video. 


It is not allowed to have both spinners spin at the same time in the same location using 
the same camera. It is allowed to have both spinners spin in the same place, but they must 
film separately. Teams can request permission to break this rule if the other team 
agrees for a given battle. 

Example: http://www.youtube.com/watch?v=y2TksOPvTa4 (Minwoo & TheKOok) 

2.4 Video format 

Videos for single matches should be between 10 and 25 seconds. 

For double matches, each spinner’s total spinning time in the whole video should be 
between 10 and 25 seconds. The number of transitions is unlimited, but each spinner 
should have a continuous sequence of at least 10 seconds. 

Videos should be handed to the manager, who then submits the videos to the organizers. 
Videos should be new material (previously unreleased). 

3. Judging 

Videos will be evaluated using a set of 5 criteria. The criteria are: Execution, Difficulty, 
Creativity, Presentation, and Theme. Judges can encouraged to provide a numerical score 


following those criteria, accompanied by a short comment in the /Janguage of your choice. 


The judges' decisions will be converted to votes in favor of either team. The team with 
the most votes is then declared the winner. Judges can also provide a draw vote. 


3.1 Judging criteria 
The judging scheme considers the following criteria. 


3.1.1 Execution 


Execution not only refers to the smoothness and control of the whole combo, but also the 
quality of the tricks executed and the pace/flow of the combo. 








Grade Description 

2) The combo has exception smoothness and/or the 
tricks are executed perfectly at an adequate pace. 

4 There are no mistakes but the combo does not 
have exception smoothness or some tricks are not 
executed perfectly. 

3 There are no major mistakes, but minor mistakes 
such as uneven rotations, loss of control, shaky 
pen can be observed. 

2 There is one major mistake in the combo. 

1 There are multiple major mistakes. 

0 The pen is dropped during the combo. 





3.1.2 Difficulty 


Difficulty is divided into 2 categories: Trick Difficulty and Linkage Difficulty. Trick 
difficulty refers to the difficulty of tricks executed, while linkage difficulty refers to the 
difficulty of combining several tricks together. 











Grade Description 

5 The combo has very difficult tricks AND very 
difficult linkages. 

4 The combo has very difficult tricks OR very 
difficult linkages. 

3 The combo has some difficult tricks or linkages, 
but nothing exceptional. 

2 The combo is average in trick and linkage 
difficulty. 

1 The combo is below average in difficulty. 

0 Only very basic tricks and linkages are used. 





3.1.3 Creativity 


Creativity can be represented as two levels. 








The base level describes the use of existing concepts, tricks or linkages in unconventional 
variations. It also refers to the use of unpopular tricks in interesting ways. This will be 
referred to as Creativity (Creative). 


The advanced level describes the use of totally new concepts and tricks never seen 
before. This will be referred to as Originality (Original). 


Grade Description 


5 The combo contains multiple original and creative 
concepts which are exceptional and key to the 
appeal of the combo. 





4 The spinner uses at least one original element 
which is exceptional and key to the appeal of the 
combo. 


3 The spinner uses multiple creative elements which 
are useful to the appeal of the combo, but none are 
original. 


2 The spinner uses at least one creative element 
which is useful to the appeal of the combo. 





1 The spinner makes an attempt to be creative or 
original, but the result is not convincing or useful. 


0 The spinner makes no attempt to be creative. 








3.1.4 Presentation. 


Presentation refers to the visual appeal and style of the combo. This includes anything 
from camera angle, structure of the combo, linkages and appearance of the pen and hands 
(and to a lesser extent, the body as a whole). 


To obtain 5 points in this criteria, you must have an excellent style which is fresh and 
interesting to watch. The combo must be well structured with a good balance and variety 
of tricks and nice linkages between. The style and hands must look good from the used 
angle. 


You may choose to deduct 1 or 2 points for each of the following flaw. The flaw must 
be major in order to deduct 2 points. 


- Poor structure: the tricks are not balanced or there is a lack of variety. 

- Style: the style of the spinner is not distinctive enough. 

- Linkages: the linkages between the tricks are boring or uninteresting. 

- Appearance: the pen or the hands appear ugly or make ugly movements. The 
appearance must be really bad to justify this penalty. 0.5 point can be deducted here if the 
choice of pen is inadequate for the combo. 


- Bad camera: the angle or the camera are detrimental to the appreciation of the combo. 
The camera must be really bad to justify this penalty. 


3.1.5 Theme 


This criterion evaluates how appropriate the combo is to the theme. In a double match, it 
evaluates the relationship between the two spinners. 


- Artistic grading: Grading the theme criterion for artistic battles puts even more 
emphasis on the creativity and presentation criteria. 





Grade Description 
3 Excellent quality of originality; very good 
looking combo 
4 At least one purely original AND great 
looking trick 
3 Very good looking combo, with unusual 
tricks/linkages 
Z Some decent attempts to be original, but 


the presentation is bad 


1 Combo is obviously more appropriate for 
the technical theme than artistic 


0 No effort was made to be artistic 


- Technical grading: Technical combos have very high difficulty in both linkages and 
tricks. The combos do not contain any spam. The combos require a lot of precision and 
attention to details. 





Grade Description 


5 Very high quality of spinning in linkages 
and tricks; pushes the limits of what is 
physically possible. 





Very good linkages AND very good tricks 
Very good linkages OR very good tricks 





The combo contains too much spam 
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Combo is obviously more appropriate for 
the artistic theme than technical 


0. No effort was made to be technical 





- Double grading: Grading a double combo is about evaluating the relationship between 
the two spinners. There must be a clear link that unify the two spinners, whether it be in 
harmony or in contrast. 





Grade Description 
5 Highly entertaining transitions; clear effort 
was made to unite the spinners in many 
aspects. 
4 The spinners establish a link in rhythm, 
tricks and style. 
3 The spinners establish a link in rhythm and 
trick selection. 
2 The spinners establish a link in rhythm 
1 Very simple transition and no special 
relation between the two spinners 
0 No effort was made to unite the combos: 
they look like two completely separated 
combos. 


Summing up the score gives a total grade over 25 (/25). You are allowed to give points in 
increments of 0.5. 


3.2 Compiling results 
Head judges of each committee will send their votes to the organizers. For each match, 
whoever has the most votes wins the match. For each battle, whoever won the most 


matches wins the whole battle. 


Example: There are 5 judging committees judging a battle Team A vs Team B. The battle 
contains 3 matches. 


For the first match, the 5 committees voted A, B, B, A, A. Therefore A got 3 votes, B got 
2 votes. A wins the first match 3-2. 


Similarly, the second match goes to Team B 5-0 and the third match 4-1 to Team A. Then 
Team A won 2 out of 3 matches and wins the battle. In total, Team A received 7 votes in 
this battle, Team B 8 votes. 

Team A wins 3 points for the victory, Team B receives 0 points for the loss. 


The scores of every committee will be revealed publicly. 


4 Schedule 


January 13", 2012 (13-01-2012): Team roster deadline 

January 14", 2012 (14-01-2012): Start of the competition, group allocation 
January 21", 2012 (21-01-2012): Team lineups revealed for the 1‘ round 
January 27", 2012 (27-01-2012): Head judge information deadline 
January 28", 2012 (28-01-2012): 1* round videos deadline 

February 4", 2012 (04-02-2012): 1“ round results, start of 2"' round 
February 11", 2012 (11-02-2012): Team lineups revealed for the 2™ round 
February 18", 2012 (18-02-2012): 2" round videos deadline 

February 25", 2012 (25-02-2012): 2" round results, start of 3" round 
March 3", 2012 (03-03-2012): Team lineups revealed for the 3“ round 
March 10", 2012 (10-03-2012): 3" round videos deadline 

March 17", 2012 (17-03-2012): 3" round results, start of 4° round 

March 24", 2012 (24-03-2012): Team lineups revealed for the 4" round 
March 31*, 2012 (31-03-2012): 4" round videos deadline 

April 7", 2012 (07-04-2012): 4" round results, start of 5" round 

April 14", 2012 (14-04-2012): Team lineups revealed for the 5" round 
April 21%, 2012 (21-04-2012): 5" round videos deadline 

April 28", 2012 (28-04-2012): 5" round results, start of 6" round 

May 5", 2012 (05-05-2012): Team lineups revealed for the 6" round 
May 12", 2012 (12-05-2012): 6 round videos deadline 

May 19", 2012 (19-05-2012): 6" round results, end of competition 


* Schedule can change during the competition. 


